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METHOD AND SYSTEM OF TELECOMMUNICATION WITH VIRTUAL 

REPRESENTATIVES 

FIELD OF THE INVENTIO N 

[OOOl] The present invention relates to a method and a system by means of which at least 
two users can communicate with one another via appropriate terminals. Communication is 
broadened and supported through the use of virtual representatives. 

STATE OF THE A RT BAC KG RO UN D 

[0002] In addition to more conventional means of communication such as telephone, fax or 
e-mail there has for some time been a further communications service which has become 
known as "Instant Messaging" (1M). With this communications service several users using a 
client program can exchange written messages in real time or also "chat" with one another. A 
text inputted by a user is sent in real time to the other participating users. These can then 
respond in turn to sent messages by text input. 

[0003] A disadvantage of Instant Messaging is that this form of communication is limited to 
the exchange of pure text messages. In order to overcome this disadvantage and to broaden 
the possibilities of expression in Instant Messaging, many users use so-called "emoticons". 
Emoticons are character strings imitating a face or also "smiley" which are used in written 
electronic communication to express moods and feelings. 

[0004] Even if the possibilities of expression within Instant Messaging can be slightly 
broadened thanks to "emoticons" there is still no further possibility here of communicating in 
particular emotions and moods to a chat partner in a multi-layered, clear, attractive and multi- 
media way. 

OBJECT OF THE INVENTION - SUMMARY OF THE INVENTION 

[0005] Therefore an An object of the present invention is to propose provide a method and a 

system with which at least two users of telecommunications terminals can communicate with 

one another in real time in a multi-layered, attractive and multi-media way. The method 

according to the invention and the system according to the invention are in particular 
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intended to make possible a particularly direct, versatile and varied communication of moods, 
emotions and feelings. 

DESCRIPTION OF THE INVENT I ON 

[0006] To achieve the above -ratmed obje c t the The present invention proposes provides a 
method of telecommunication between at least two users over a telecommunications network 
wherein the first user is connected to the telecommunications network via a first terminal and 
the second user via a second terminal, and wherein a virtual representative is allocated to 
each user, with the following steps: 

presentation of the two representatives on the first terminal and on the second 

terminal; 

transfer of information from the first user to the second user and vice versa by 
an animation of at least one representative and by an interaction between the 
representati ves . 

[0007J For the sake of clarity, in the following the case of a merely two-way 
communication between a first and a second user is always described. However, the 
invention naturally also covers appropriately designed communications between three or even 
more users. 

[0008J In the method according to the invention, communication between the two users is 
substantially broadened and improved through the use of virtual representatives. The users 
are now no longer tied exclusively to the written form for exchanging information, but can 
also immediately pass on information to the respective communications partner in vision and 
sound by animating their respective representative. The virtual representative represents not 
only the respective user, but also comprises communications functions, in particular the 
functions described below for a non-verbal communication. Thus each representative is not 
only to be understood as a graphic element, but also as a program element or object for an 
application program which runs on the terminal of the respective user for the purpose of 
communication with the other user. The representatives are thus small communications 
control programs. The representatives are therefore also called "communications robots", 
"combots" for short, in the following. 
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[0009] By telecommunication is meant in the context of the invention communication 
between the two users over a certain distance, and very broadly understood. This means that 
all types of communication over all communications networks are included. This takes place 
for example over a telecommunications network, which can be for example a telephone 
network, a radio communications network, a computer network, a satellite network or a 
combination of these networks. The network according to the invention preferably includes 
the Internet or else the World Wide Web. 

f0010i r00051 Both the first user and also the second user communicate with each other via 
so-called terminals. These terminals serve for telecommunication and make possible the 
exchange of information between the users in vision, sound and/or in written form. These 
terminals can be telephones, mobile phones, PDAs, computers or similar. The users can also 
communicate with one another via different devices in each case. The terminals are 
preferably Internet-capable computers or also PCs. 

r0011 11Q006] By "user" is meant in the context of the invention a natural person or else a 
human individual. 

r0012i r0007] According to the invention a virtual representative (combot) is allocated to 
each user when telecommunication takes place. This virtual representative can also be called 
a doppelganger or avatar. This is a graphic dummy which represents the respective user. For 
example, a user can have a known comic figure such as Donald Duck or Bart Simpson as 
virtual representative. The graphic figure is presented to the user on his terminal during the 
communication. Simultaneously, the user also sees a further graphic object, which stands for 
his communications partner. 

[00131 100081 Thus information, such as e.g. an expression of feeling, can be communicated 
in a novel way to a communications partner by animating the virtual representative of the 
communicating party accordingly. Additionally or alternatively an interaction between the 
two representatives can also be presented. 

1001-44100091 If a representative is animated this means that the appearance or sound of its 
graphic presentation changes with time. A representative is thus not merely a static picture or 
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symbol, but is dynamic and can perform the most varied acts. Thus a representative can e.g. 
wave to show the greeting. 

rOOlS'l fOOlOl If* an interaction takes place between two representatives this means that not 
only each representative is animated independently of the other. Rather, one representative 
reacts to the action of the other representative and vice versa. Thus an interactive transaction 
takes place between the two representatives, the two representatives influence each other and 
enter into a reciprocal relationship. Thus e.g. one representative can wave back in response to 
a wave from the other representative. 

FOQ16i rOOin The animation and/or interaction of the representative preferably takes place in 
response to a user command, in particular in response to a drag & drop command from the 
user. Thus the user can control his representative individually in order to e.g. indicate his 
current mood to his communications partner by controlling the representative. Control takes 
place by a corresponding operation of the respective terminal, which is preferably a personal 
computer. If the terminal has a graphic user interface (desktop) with a mouse-type control the 
user can particularly easily by dragging and dropping (drag & drop), trigger an animation or 
interaction of his representative. For this, the user moves his mouse pointer onto a graphic 
image of the animation which his representative is to carry out and "drags" this image onto 
the graphic presentation of his representative. A predefined area of the desktop or a window 
or window area created by the application program can serve for this. 

f00.171 [00121 An animation of the representative of the second user can preferably also take 
place in response to a command from the first user and vice versa. The described interaction 
between the representatives is thus easily possible with this function. This function is useful 
in particular if one user wishes his representative to carry out an action which is to have an 
effect on the representative of the other user. Thus the first user can e.g. instruct his 
representative to throw an item at the representative of the other user. In response to the 
throw command from the first user and the graphic presentation of the throw at the 
representative of the second user, there is an appropriate "reaction" of the representative at 
whom it has been thrown in the form of an appropriate animation. An animation of the 
representative of the second user is thus triggered by a control command from the first user. 
Thus a kind of video or computer game can even develop between the two users using the 
two representatives. Preferably the first user can obtain such an animation of the 
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representative of the second user by the described drag &. drop onto the representative of the 
second user. 

|0018| f00131 The animation and/or interaction taking place in response to a user command 
is preferably presented simultaneously, parallel and in real time on both terminals of the two 
users. This means that both users can follow the behaviour of the representatives in response 
to the inputted commands, live, as it were, on their respective terminals. 

r00191 IQ0141 Depending on how quickly and directly the exchange via the representatives is 
to take place, the control commands inputted by the users to animate the representatives of 
the users can be processed differently. Thus a newly inputted user command can lead to a 
direct interruption of an ongoing animation or interaction; the interruption is then followed 
immediately by the new animation desired by the user. Instead of this the ongoing animation 
or interaction can also be completed first in response to a new user input, so that the desired 
animation follows on immediately from the completed animation. Furthermore when there 
are several user commands following in quick succession on both sides under certain 
circumstances the desired animations or interactions can be placed in a waiting list of the 
animations or interactions to be carried out. The animations indicated by the users are then 
processed in sequence according to the waiting list. 

I00201 T0015] The interruption to a first animation or interaction triggered by the first user 
and a replacement of the first animation or interaction with an animation or interaction 
triggered by the second user and vice versa can also take place. If, for example, the first user 
triggers an interaction by which his representative fires an arrow at the representative of the 
second user, the second user could interrupt this interaction by instructing his representative 
to ward off the arrow with a shield. The first user could in turn interrupt this second 
interaction by triggering a further interaction and so on. Thus a regular interactive game of 
action and reaction can develop between the two users using the representatives. 

IOQ21 1 IOQ161 The progress of the interaction can depend on predeterminable parameters 
which the users predetermine and/or are stored in the system in user profiles which are 
allocated to the users. The parameters can include e.g. personal information about the 
respective user, such as, say, his nationality, his place of residence or temporary location, his 
preferences and hobbies etc. Thus e.g. idiosyncrasies in communication, in particular 
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gestures, can be taken into account which are specific to the respective nationality or culture 
group. Also, by means of data acquisition and statistical functions, the respective user profile 
can be managed by the system and brought up to date, so that the appropriate interactions are 
automatically used for the representative (combot) of the respective user or at least an 
appropriate selection is offered to the user, e.g. a number of the preferred interactions 
(favourites). The system thus has at its disposal a function which automatically changes and 
adapts the interactions using the parameters. The user can switch this auto-function on and 
off at any time. 

[0022H 0Q171 According to a further independent inventive aspect, to further broaden the 
depth of communication between the users, a recognition of a speech or text input into his 
terminal by a user can also take place. The recognized speech or text input is then analyzed, 
so that its importance is detected. 

rOQ23> r00181 Furthermore a video recognition (e.g. by means of a video camera) of the 
facial expression of a user and its analysis and interpretation can take place. Thus the facial 
expressions of a user can preferably be recorded and assessed for specific expressions of 
feeling. 

fQQ344[00191 Subsequent to the analysis and interpretation several suitable possibilities for 
animation or interaction can be provided to the user in tune with the sense of his speech or 
text input or his facial expression. If the user thus makes it known e.g. in writing, verbally or 
through his facial expression, that he is happy, appropriate animations expressing happiness 
(the animation "smile" or "laugh" or "jump" etc..) can be proposed to the user for the 
appropriate animation of his representative. 

[00251 100201 Instead of a proposal function, an animation of a representative and/or an 
interaction between the representatives in tune with the sense of the speech or text input or 
the facial expression can also take place directly or automatically. In this case the sense of a 
speech or text message or the facial expression can be automatically established, and 
consequently the behaviour of the corresponding representative can likewise automatically be 
matched to the sense of the speech or text message or of the facial expression. If the speech 
or text message or facial expression of a user thus says e.g. "I am sad" the representative of 
the user can automatically adopt a sad facial expression. Alternatively there can be a 
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confirmation by the user first before the representative imitates the recognized sense. The 
automatic recognition of the sense of a text message can also be called "parsing". The text is 
searched for keywords and terms for which appropriate animations and where appropriate 
interactions are offered to the user and/or automatically introduced by the system into the 
communication. Such a "parsing" function can also be applied appropriately to non-text 
messages, in particular to speech messages. Moreover, during analysis of the contents of the 
messages, information about the user can also be used which is retrieved from the user profile 
stored in the system. Thus information about writing and speech habits of the respective user 
can be stored there which are then taken into account during conversion into animations and 
interactions . 

I QQ 2 61 100211 The additional function of analysis and interpretation of a facial expression, of 
a speech or text input of a user is advantageous in particular if, in addition to communication 
via the representatives, the two users communicate with each other in the usual way by text 
and/or speech messages (e.g. via VoIP and/or Instant Messaging) or webcams. 

fO0271 1Q0221 In order to make possible a particularly simple and intuitive input of control 
commands to the representatives, the presentation of the possibilities of animation and 
interaction of the representatives takes place in a tabular overview. The tabular overview is 
applied in terminals which provide the user with a graphic user interface. Thus, with the help 
of the graphically presented table which contains the available control commands in the form 
of small graphic symbols ("icons" or also "thumbnails"), the user can select an action which 
is to be carried out by a representative. The overview table can also be called grid, matrix or 
raster. 

IQ023 1 The tabular overview preferably has a fixed number of classes in which the 
possibilities of animation and interaction are collected and from which they can be retrieved. 
Thus the tabular overview can consist of a two-by-three matrix wherein each of the six fields 
of the matrix stands for one of the six finally fixed classes. The animations in the six classes 
are particularly preferably collected into the areas "mood", "love", "topics", "comment", 
"aggression" and "events". 

[00291 100241 If, moreover, the users are provided with a drawing function to make possible 

a real-time transfer of a drawing by a user on his terminal to the other user on his terminal, 
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yet another type of communication results for the users. Using a drawing tool a user can 
produce a drawing on his graphic user interface. The other user and communications partner 
can then track creation of the drawing in real time on his terminal. Thus information can also 
be sent which can be presented only with difficulty in writing or via the representatives. 

IQ0301 100251 Furthermore it can be proposed to integrate into the views of the two 
communications users a mood display which shows the present respective mood of the two 
representatives. This mood display can be accomplished in the form of a mood bar and/or in 
the form of a face laughing to a greater or lesser extent depending on the mood ("smiley"). 
Thus each user can directly see precisely what his own mood and that of the foreign 
representative looks like. The respective mood display can vary in the course of the 
animation of the representatives and as a consequence of the exchange. 

fOO^Ir4I00261 If additionally an automatic animation of a representative also takes place in 
reaction to a change in the mood display, the behaviour of the representative is particularly 
varied and true-to-life. Thus e.g. the representative of the first user can automatically start to 
jump for joy if its mood display has exceeded a specific limit value. 

fOQ32I f00271 The mood display can be presented in the most varied forms, e.g. even in the 
form of a "thermometer" or a "'temperature curve". The current mood or humour of the user 
can also be displayed by colouring or otherwise configuring the representative (combot). It is 
particularly advantageous if the depth of communications is also made to depend on the 
current mood. For this, the system assesses the current mood display and modifies the 
animations and/or interactions accordingly regarding the representative (combot) of this user. 

KMK334[00281 The presentation of the two representatives at the first terminal preferably is a 
mirror image or inverted mirror image of the presentation of the two representatives at the 
second terminal. This means e.g. that each user always sees his representative on the left and 
the representative of the other user on the right. A clear allocation is thus guaranteed even if 
the representatives are identical. 

10034110029] Further particular advantages result if the following additional features are 
fulfilled: 
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[003S1 100301 The one animation of the at least one representative and/or the interaction 
between the representatives preferably takes place depending on predeterminable criteria, in 
particular criteria which are stored in a user profile which is allocated to at least one of the 
two users. 

fOQ361 [00311 Moreover at least one of the two users can be provided with a selection of 
animations and/or interactions to be transferred. This can also take place depending on 
predeterminable criteria, in particular criteria which are stored in a user profile which is 
allocated to at least one of the two users. A selection of animations and/or interactions to be 
transferred is proposed to at least this user. 

rQ0371 fQ032] In this context details relating to at least one of the two users, in particular 
information regarding gender, age, nationality, mother tongue, speech habits or patterns, 
place of residence, interests and/or hobbies, can be predetermined as criteria. 

[0038H 00331 It is also advantageous if one animation of the at least one representative 
and/or the interaction between the representatives takes place in response to a drag &. drop 
command of a user, wherein the drag & drop command relates to the actual representative of 
this user or to the representative of the other user and wherein the animation or interaction 
takes place depending on which of the two representatives the drag & drop command relates 
to. 

[00391 100341 In connection with recognizing speech or text inputs or video recognition, this 
can take place depending on predeterminable criteria, in particular criteria which are stored in 
a user profile that is allocated to at least one of the two users. It is advantageous if the 
predeterminable criteria include details relating to at least one of the two users, in particular 
details regarding gender, age, nationality, mother tongue, speech habits or patterns, place of 
residence, interests and/or hobbies. 

rOQ401 [00351 The animation of at least one representative and/or the interaction between the 

representatives can depend on the mood display which, for at least one of the two users, 

displays his current prevailing emotional mood. Thus it can be provided in particular that the 

automatic reaction of a representative in response to a received emotion depends on the 

current prevailing mood of the receiving representative. If, thus, e.g. the prevailing mood of a 

representative is well-disposed and this representative receives an aggressive emotion, the 

automatic reaction of the representative could be a simple shake of the head. However, if the 
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prevailing mood of the representative receiving the aggression is negative, instead of simply 
slightly shaking his head he could automatically clench his fist and swear. 

100411 100361 Conversely the mood display which, for at least one of the two users, displays 
his current prevailing emotional mood can be modified depending on the transferred emotion 
and/or interaction. Likewise the selection of animations and/or interactions to be transferred 
at least to one of the two users can be provided according to the mood display which, for at 
least one of the two users, displays his current prevailing emotional mood. 

f 00 4 21 [OQ37J It is advantageous if the selection of animations and/or interactions to be 
transferred is provided in the form of assembled groups and/or classes. In this connection, the 
assembly of the classes and/or the selection of animations and/or interactions can take place 
automatically and pseudo-randomly controlled. 

IQ0 4 3| [00381 Finally, the present invention also comprises a system to carry out the methods 
according to the invention described above. 

BRIEF DESCRIPTION OF THE FIGURES 

100441 100391 Fig. 1 shows an overall view of a user interface of a user for carrying out the 
method according to the invention; 

r0045i r00401 Figs. 2a to 2c show alternative embodiments of user interfaces according to 
the invention; 

rOO 4 61 [0041] Figs. 3a to 3f show a further alternative embodiment of a user interface 
according to the invention; 

rOQ 4 7] f00421 Figs. 4a and 4b show an example of an interaction between two virtual 

representatives; 

fOQ 4 8H 0043| Figs. 5a and 5b show two embodiments of the tables according to the 

invention for selecting a control command; 

100 4 91 10044I Fig. 6 shows different control possibilities which are available to the user 
with the help of the tables according to Figs. 4a and 4b; 

100501 100451 Fig. 7 shows the text recognition and interpretation (parsing) according to the 
invention; 

I Q051 1 100461 Figs. 8a to 8d show different processing possibilities of the control commands 
issued by the users; 
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r00521 [00471 Fig. 9 shows the respective inverted mirror view of both users; 
[00531 100481 Figs. 10 to 28 show by way of example the progress of a communication 
between two users using the method and system according to the invention; 
fQ05 4 i 100491 Fig. 29 shows an example of a complex communication with text-based 
elements and with elements configured according to the invention. 

DESCRIPTION OF PREFERRED EMBODIMENTS 

f00551 10050] Preferred embodiments of the present invention are now described by way of 
example for a better understanding. 

100561 fOQ511 Below it is assumed that a first user named "Franz" is in communication with 
his friend "IVlanuela", who represents the second user. The two are communicating over the 
Internet by means of their respective computers. Both Franz and IVlanuela have a 
communication application running on their respective computers for communication with 
each other. The user interface 1 of this application is represented by way of example in Fig. 1. 

r00571 T00521 The user interface 1 is the interface which Franz uses to communicate with 
IVlanuela. Fig. 1 thus reproduces what Franz sees on his screen when communicating with 
IVlanuela. On the screen of her computer IVlanuela has an interface analogously structured to 
the user interface 1 . 

fOQ58i r0053 | Below only the structure of the user interface 1 is described. 

f0059'l -[00541 The user interface 1 is accomplished as an independent window with three 
main sections 2, 3 and 4. Section 2 can be called animation section. The virtual 
representatives 5 and 6 of Franz and IVlanuela are presented in this section. Section 3 is the 
text and control section. The text messages exchanged between Franz and IVlanuela are 
presented here. The control panels for controlling communication are also accommodated in 
section 3. Finally, section 4 is the menu bar. 

fOQ601 FOOS51 The two virtual representative 5 and 6 (combots) of both users are to be seen in 

the animation section 2. The virtual representative 5 of Franz is a car, while the virtual 

representative 6 of IVlanuela is a doll. Nametags 7 and 8 above serve to better allocate the 

representatives. As can be seen in Fig. 1 Franz's representative 5 is currently in animation 
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phase and sending hearts 9 to Manuela's representative 6. In this way Franz is expressing his 
affection for Manuela through his representative 5. 

10Q61 1100561 Small windows 10a and 10b are arranged above the representatives 5 and 6 in 
the respective corners. These windows show what actions are being carried out at this precise 
moment by the respective user. If e.g. a pencil appears in window 10b then Franz knows that 
IVIanuela is currently using the drawing function described later in detail. 

r 0 0 621 f0057T The text and control section 3 is divided into a messages area 1 1, a control bar 
12 and a drafting area 1 3. The text messages already exchanged between Franz and IVIanuela 
are to be seen in the messages area 1 1 . In order to compose and to send a text message to 
Manuela, Franz uses the drafting section 13. Franz can enter a text message to IVIanuela into 
this section 13 by means of his keyboard. As soon as Franz has produced the text message, he 
can send it to IVIanuela by pressing the button 14. The sent speech message then appears both 
in Franz's messages area 1 1 and in Manuela's messages area. 

fOQ63i r00581 In order to control his representative 5 Franz uses the control bar 12. The 
control bar 12 has several buttons 15. Different animations of the representatives 5 and 6 can 
be triggered by these buttons 15. Thus the "heart animation" indicated in Fig. 1 can be 
triggered by dragging and dropping the heart symbol onto Franz's car. By dragging the 
boxing glove onto IVIanuela's doll, the representative 5 of Franz can thus be made to punch 
the doll. 

[006 4 1 100591 An overview table with further control commands can be opened by pressing 
the button 16, as is presented by way of example in Figures 5a and 5b. 

fOO651[00601 Button 1 7 makes possible the opening and closing (showing and hiding) of the 
animation section 2. 

1O0661 I00611 Moreover, via the button 1 8 presented as a pencil symbol, Franz can draw 

free-hand in the messages section 1 1 any desired figures which are understood in real time in 

Manuela's messages section. An example of such a drawn figure is emphasized by the 

reference number 19. Moreover, in the context of the section 1 1 the already-exchanged 

emotions are also displayed symbolically, i.e. the emotions forming part of the history of this 

still ongoing communication are displayed. Here, e.g. an emotion given the reference 
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number 19H, and presented as a "boxing glove" is displayed, a rather aggressive emotion 
which "Franz" had previously sent to "Manuela". By clicking on the symbol 19H of this 
historic emotion it can immediately be spontaneously repeated. 

rOQ671 [00621 A history where appropriate of" all past communications sessions can be 
retrieved via the menu bar 4 (by pressing the "history" button). Moreover it is also possible to 
access one's own files (by pressing the "flies" button) in order, where appropriate, to send 
these to the communications partner. Finally, a session for joint surfing on the Internet can 
also be started via the button "surf*2". 

r00681 IOQ631 Figure 2a shows an alternative configuration of the animation section 2. 
Unlike Fig. 1, here section 2 additionally has mood displays 20.1 and 20.2 . Mood display 
20.1 is a stylized face (a "smiley") which by its facial expression illustrates the current mood 
of the respective representative and thus of the corresponding user. As can be seen, "Franz" is 
in a better mood than "Vroni", as the laugh of the "Franz" mood display 20.1a (smiley) is 
wider than that of the "Vroni" smiley 20. lb. The mood display can alternatively or 
additionally also be accomplished in the form of mood bars 20.2a and 20.2b respectively. 
Here the length of the bar indicates the quality of the mood. 

[ 00691 100641 Figs. 2b and 2c show, compared with Fig. 1, two further variants of the 
presentation of the interaction between two virtual representatives. The desktop of the user 
"Franz" is presented in each case. 

r0070] [00651 In the case of Fig. 2b the virtual representative (combot) 21 of his 
communications partner "Vroni" is stored on the desktop 23. If "Franz" now wishes to send 
"Vroni" an emotion, he does so by clicking on the mouse or dragging & dropping onto 
"Vroni"'s combot 21 . In this case of a so-called "sent emotion" the presentation of a thought 
bubble 24 appears immediately on the desktop 23 of the sender ("Franz") as Fig. 2c shows. 
Both combots 22 and 21 and the transfer of the emotion itself here e.g. a flying heart which is 
flying from Franz's combot 22 to Vroni 's combot 21 , are presented inside the thought bubble 
24. Everything appears in mirror image on Vroni 's desktop (not presented). 

[00711 FQQ661 In the case of a "received emotion", the following happens on the receiver's 

desktop: initially, "Vroni"'s representative 21 is as a rule no longer heeded by the receiver 
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"Franz". However, allocated to the stored representative 21, a thought or speech bubble 24 
can suddenly and automatically appear if the communications partner "Vroni" has sent a 
corresponding animation command from her computer to the computer of the user "Franz". 
The animation of the two representatives 21 and 22 then takes place in the opened thought 
bubble 24. 

FO072H 00671 If a user has stored several representatives of different communications 
partners on his desktop, the user can also direct a communication to several communications 
partners simultaneously. If the user e.g. wishes to send the same animation to two users 
simultaneously, he can combine the two corresponding representatives into a group. The user 
can send the desired animation to both communications partners in a single process by a 
single "drag & drop" onto the formed group. The most varied groups can be created using 
this "intelligent" formation of representative groups, such as e.g. temporary or else permanent 
groups. Several individual representatives can also be combined into a single group 
representative. The group representative ("Groupcombot") is an individual representative 
with whose help the user can enter equally into contact with a whole group of 
communications partners. 

100731 100681 Additionally, the system provides the following reference or notice function: if 
the receiver "Franz" does not respond to this emotion by manually reacting to it if the system 
does not cause an automatic reaction, a pointer 2 1 Z to this received emotion is displayed at 
Vroni's combot 21 . This pointer 21Z is e.g. the current number of emotions to which there 
has yet been no response. Should the potential receiver "Franz" thus not be present for 
incoming emotions, he can subsequently recognize immediately whether, and how many, 
emotions have arrived during his absence and can then react to them. 

fOQ741 100691 The system establishes whether the potential receiver has noticed or missed the 
emotions on the basis of monitoring the receiver's activities. If e.g. the receiver performs no 
mouse or keyboard inputs during the presentation of the emotion and for at least five seconds 
thereafter, the system assumes that the receiver has missed the animation. Alternatively or 
additionally an activity recognition can take place via a video camera which is connected to 
the receiver's computer. Using the camera, the system checks whether the receiver is present. 
The video camera can also be used by the receiver as an input. The receiver can then, e.g. by 
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hand movements which are recognized by the camera, send commands direct to his computer 
e.g. to control his combot or react to a received emotion. 

10075 1100701 In an additional step the camera can even recognize the user's body language, 
preferably in the form of* a real-time monitoring. The behaviour of the user is constantly 
recorded via the camera. By means of recognition or interpretation software the system can 
interpret the behaviour of* the user and animate the virtual representative in real time in tune 
with the user's behaviour. Thanks to the camera recording, it can e.g. be established that the 
user has just adopted an attitude that indicates that he is sad. The user's combot will then 
automatically simultaneously express the user's sadness. Camera recognition allows the 
combot to, as it were, imitate any behaviour of the user. The video camera detects the mood 
or attitude or even the air of the user. The detected mood is then automatically transferred to 
the combot by the system. Thus if the user e.g. clenches a fist, this movement is recorded by 
the camera then interpreted by the system and finally causes the user's combot to re-enact the 
user's movement: the combot clenches his fist, just like the user. 



just-described constant observation of the user. The user need not issue his combot with 
active commands, but merely needs to sit at his computer and behave naturally. The user's 
unconscious, direct and intuitive reactions during the communication are transferred wholly 
automatically directly onto the combot without the need for a conscious initiative to that 
effect on the part of the user. 

100771 100721 If a receiver has missed an animation, a pointer 21Z is displayed at the 
corresponding combot. Additionally, an entry concerning the missed emotion is made in a 
logbook provided for the purpose (so-called "history"). The receiver can once more trigger or 
replay the missed animation via the logbook and/or the pointer 21Z. Thus the system 
provides a type of recorder or memory function for missed animations. 

i 0078H 00731 A speech bubble is preferably presented in the case of a received emotion, but 
a thought bubble in the case of an outgoing emotion. The different manner of presentation 
can, however, relate to whether an emotion is already transferred or not. If a user only wishes 
to prepare the transfer of* an emotion (editing mode and/or preview mode), a thought bubble 
appears on his desktop. Initially, nothing yet appears on the desktop of the communications 
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partner. However, as soon as the emotion is transferred (interaction mode) a speech bubble 
appears on both desktops. Fig. 2c shows another variant: 

100791 100741 In Fig. 2c the two virtual representatives 21 and 22 are stored on the respective 
desktop 23 in Fig. 2c. The animation takes place here by combining the two representatives 
in an overall presentation, a so-called "arena" which preferably has the form of a tube or else 
a cylinder 25 . 

fOO801 100751 Figures 3a to 3f illustrate a further variant of the operation and interaction of 
the virtual representatives. Fig. 3a shows the desktop, i.e. the screen surface of a user named 
Bob. On his desktop Bob has stored a representative 59 in the form of a snowman. The 
representative 59 is allocated to Bob's friend Alice. Bob can communicate with Alice via the 
representative 59. 

[OQ811 [00761 If Bob now wishes to communicate with Alice, he simply moves his mouse 
cursor 41 onto the representative 59. As soon as the cursor 41 is over the representative 59 
(so-called "MouseOver") a circular menu 60 automatically appears which surrounds the 
representative 59 (see Fig. 3b). By clicking on a menu section, Bob can now trigger various 
actions. Alternatively, the menu display and selection can take place such that Bob clicks on 
the representative 59 so that the menu appears, keeping the mouse button depressed in the 
process, then when the mouse button is pressed, moves the cursor 41 onto the corresponding 
menu point and finally selects the menu point by releasing the mouse button (so-called 
"release"). 

[0082H 00771 If Bob e.g. now activates the "message" menu section he reaches an 
application with which he can produce a text message for Alice. If Bob selects the 
"emotions" menu section with his cursor 41 (see Fig. 3c) an overview table 28 appears (see 
Fig. 3d) as is to be seen in detail also in Figs. 5a and 5b. 

I00 8 3H 0078I Numerous icons are listed in the overview table 28. Bob can place one of these 

icons on Alice's representative 59 by clicking, dragging and dropping (drag & drop). This is 

presented by way of example in Fig. 3e. Bob drags an "angry smiley" onto the representative 

59 in order to thus let Alice know that he is in a bad mood. Once Bob has dropped the smiley 

a further representative 61 (see Fig. 3f) automatically appears on Bob's desktop. The 
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representative 61 represents Bob and displays the emotion selected by Bob. As soon as the 
animation of Bob's representative is completed, it disappears again from Bob's desktop. 

1008 41100791 The animation selected by Bob also manifests itself on Alice's desktop such 
that the representative stored there which stands for Bob carries out the animation selected by 
Bob. Alice's representative does not appear on Alice's side. 

[00851 100801 The Figures 4a and 4b show by way of example a typical interaction between 
two virtual representatives 26 and 27. The representative on the left 26 ("little man" combot) 
has been animated by his owner, by selection of the animation command "bomb", to throw a 
bomb at the representative 27 ("car" combot) of the communications partner. As a 
consequence the virtual representative 27 is hit by the bomb and explodes (see Fig. 4b). The 
user behind the representative 26 may e.g. have selected the action "throw bomb" in order to 
express his anger about the communications partner opposite. 

rOOS6H Q0811 Figures 5a and 5b illustrate two embodiments 28a and 28b of the command 
table which can be called up by pressing button 16 (see Fig. 1). 

100871 I00821 All the actions which can be carried out by means of a virtual representative 
(combot) are presented in table 28a in an overall grid 29. Each available animation is 
presented by a corresponding square icon in the table 28a. The icons can each be allocated 
according to common groups (e.g. according to "love", "friendship", etc.). The overall grid 
29 is divided into two sections 30a and 30b. The basic animations ("basic emotions") which 
are freely available to each user, such as laughing, crying etc., are located in the first section 
30a. On the other hand special emotions ("gold emotions") which are peculiar to each user 
are located in the second section 30b. These idiosyncrasies of the representatives can be 
acquired by a user e.g. bought, exchanged or traded with other users. 

rOQ881 100831 It is also provided that in the starting table 29 (overview table) an icon not only 

stands directly for an emotion or animation, but representatively for a whole group of 

animations. Thus the heart icon 32 stands for the group of "love animations". By pressing the 

icon 32 a further subtable 31 is opened from which the user can then select the desired love 

animation for his representative. A group thus comprises several variants of a basic 

presentation of an emotion, such as e.g. the heart presentation described here. 
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100 8 91 10084] Those animations which cannot be allocated to a group are presented in a 
separate column 33. 

f0090] rOQ85] In the embodiment according to Fig. 5b another type of distribution of the 
emotions is shown, wherein the overview table 28b is limited to six fields. Each of these 
fields stands for a whole class of animations. The respective class (e.g. class 34 "mood") is 
shown by pressing the corresponding field in table 28b. The desired animation can then be 
selected within the class. Another class comprises e.g. all types of aggressive emotions and is 
symbolized in the starting table 28b by a bomb. The subtable which contains various types of 
emotions for selection opens by clicking on this symbol. The emotions collected within a 
class differ not only with regard to their form of presentation, but also fundamentally. This 
means that various types of emotions can be allocated to a class. They have a common 
meaning, statement of content or prevailing mood. The aggressive emotions class described 
here comprises e.g. a bomb animation, a lightning animation or a shooting animation. 

FOQ9n rOQ861 Fig. 6 illustrates how the desired animation is selected and triggered by a user 
with the help of a table 28. There are essentially three variants A to C, wherein the first two 
variants are carried out using the ""drag & drop" principle. The three variants are indicated by 
corresponding arrows. 

100921 100871 In variant A the user drags the selected icon onto the corresponding 
representative and drops it there. The thus-operated representative then immediately carries 
out the desired animation. In the example according to Fig. 6 a thundercloud is selected and 
dragged onto the foreign representative 6. The consequence of this is that a thundercloud is 
sent from the actual representative 5 of the user to the foreign representative 6 and soaks him. 

rQ093| |00881 In variant B the icon is dragged into the messages area 1 1 and dropped there. 
This leads to the selected icon appearing in the messages area of the respective 
communications partner. By clicking on the icon the communications partner can then trigger 
the animation sent by the counterpart. 

[00941 100891 In variant C the icon is simply clicked on by the user. The icon is thereby 
integrated into the drafting area 1 3 at the cursor position current there. Upon integration of 
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the icon a suitable text can additionally automatically be offered to the user. If the user thus 
e.g. clicks on the "birthday cake'" icon the "Happy birthday!" text can also appear above the 
"birthday cake" in the drafting area 13. 

100951 IQ090I By pressing the send button 14 the written text message is sent with the 
integrated icon to the communications partner. 

[0Q96] f009n In Fig. 6 a small face which is also called "emoticon", is also to be seen in the 
messages area 1 1. Such faces, which express a specific mood, can be inserted into the 
message text as shown. For this, the user need only input the character string of the emoticon 
desired by him, e.g. :-), when writing a text message in the drafting area 13. This character 
string is then automatically converted into the corresponding face, here <S>. Upon operation of 
the send button 14 the text complete with emoticon is then sent to the communications 
partner. 

rOQ97H 00921 Each individual emotion from the selection of emotions displayed in table 28 
can also be immediately activated by double-clicking. 

1 0098 1100931 Automatic text recognition and interpretation ("parsing") is presented in Fig. 
7. When a user inputs a text 35 into his drafting area 13, its sense is automatically 
ascertained. The ascertained terms are then presented to the user, here in the form of a speech 
bubble 36. Simultaneously, two animations very suited to the sense of the just-inputted text 
are proposed to the user in the form of the icons 37. In the example according to Fig. 7 the 
user has inputted a greetings text with birthday wishes. Accordingly, a "love animation" and 
a "birthday cake animation" are proposed to the user. It is also provided that the animation of 
the representative in response to the sense of the inputted text is automatic, without the 
possibility of selection by the user. 

[00991 100941 Various alternatives for processing the animation commands issued by the user 
are illustrated in Figures 8a to 8d. 

fOOl 00 4100951 With the alternative according to Fig. 8a an animation 38a of the 
representative is immediately interrupted and replaced by a new animation 38b when the user 
issues his representative with a command to carry out the new animation 3 8b. There is a 
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direct and delay-free implementation during this processing of the control commands, so that 
the behaviour of the representative has a rapid and dynamic effect. 

I 001 0 1 41 00961 Unlike Fig. 8a, in the alternative according to Fig. 8b the animation is 
completed first before the new animation 38b takes place. The originally proposed following 
animation 38c is suppressed. 

[001021 [OQ97 ] With the alternative according to Fig. 8c all the animations triggered by the 
users are executed in linear succession. There is no suppression of animations. The requested 
animations are also placed according to their chronological order into a so-called "playlist" 
and carried out successively. 

[001031 [00981 It is illustrated in Fig. 8d how a repeated interaction between two 
representatives can be processed and reproduced. A first user has his representative carry out 
an action 38a. This is then interrupted by a replica of the representative of the second user 
39a, which for its part is carried out instead until the representative of the first user again 
reacts through the action 38b. 

[0010 4410099] The animation sections 2a and 2b of a first and second user are presented 
mirror- inverted in relation to one another in Fig. 9. The first user and second user employ 
their animation sections 2a and 2b respectively in the manner described in order to exchange 
emotions with each other via their representatives. The exchange takes place over the 
network 40 (e.g. the Internet). For both the first user ("my PC") and the second user 
("your PC") the user's own representative is presented on the left and the foreign 
representative on the right, so that a mirror-image view results. When communicating via the 
representatives both users see the same sequence simultaneously in their respective animation 
sections. Thus it could be said that both users see "everything", i.e. the totality of the process 
in progress. 

fOOl 05 41001 OO I For the rest, it is also provided that virtual representatives can be 

bought, collected and exchanged by users. Thus some representatives may exist only in 

limited editions or even be unique, so that different representatives have a different 

commercial value. The sale and dissemination of the virtual representatives can be 

substantially improved by this measure. 
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fO010<> HOO10U Figures 10 to 28 show an example of a communication such as could 

take place between Franz and Manuela. Figures 10 to 28 each reproduce snapshots 
("screenshots") of Franz's user interface 1 . Figure 10 represents the start of the 
communication and Figure 28 the end. 

1 001 0*7 41001021 In order to start a communications session with Manuela, Franz 

operates the E button 17 with his mouse cursor 41 (see Fig. 10). The animation section 2 is 
thereby opened, in which the virtual representatives 5 and 6 of Franz and Manuela are 
presented (see Fig. 11). Manuela' s nametag 8 is greyed-out, which means that Manuela is not 
yet in contact with Franz, i.e. Manuela is still "offline". In Fig. 12 Manuela is now "online", 
because Manuela's nametag 8 is now highl ighted just like Franz's. Moreover, a spotlight 42 
is now likewise trained on Manuela's representative. 

I O Q 1 0S4I001 03 1 As can be seen in Fig. 1 3, Franz has sent Manuela a first text message, 

to which Manuela also immediately replies (see Fig. 14). While Manuela is inputting her text, 
a hand appears in Franz's window 1 Ob, which indicates that Manuela is carrying out an action 
right now. Subsequent to her text input Manuela indicates a "sad face" 19 with the already 
described drawing function. LJsing the pencil presented in the window 1 Ob, Franz can see that 
Manuela is drawing right now (see Fig. 15). 

10010* H1001041 In response to Manuela's slightly mocking drawing 19, Franz inputs a 

further text and moves his mouse cursor 41 onto the animation button 43, which presents a 
"boxing glove" (see Fig. 16). By dragging <fc dropping, Franz moves the boxing glove 43 
onto Manuela's representative (see Fig. 17), so that an interaction is triggered in which 
Franz's representative Fires off a boxing glove at Manuela's representative (see Fig. 18). 
Manuela's representative is hit by this and falls over (see Fig. 19). Thereupon Manuela for 
her part triggers an interaction in which her representative places a thundercloud above 
Franz's representative (see Figs. 20 to 22). In order to put this right again, Manuela then 
subsequently sends puckered lips to Franz's representative via her representative (see Fig. 
23). 

I OOl IP] 100 1 051 In order to express his good feelings about the puckered lips, Franz this 

time moves his mouse cursor 41 onto the heart 44 (see Fig. 24) and drags this onto his 

representative (see Fig. 25). An animation is thereby triggered in which Franz's 

representative sends out little hearts (see Fig. 26). 
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f OOl 1 1 4(001 Q6 1 Finally, Franz prepares yet another text message in his draft section 13. 

He embellishes this with a closing greeting 45 drawn f ree-hand by means of the drawing 
function (see Fig. 27). To send the text message, Franz clicks on the send button 14 with his 
mouse cursor 41 (see Fig. 28). After dispatch the message is presented in both Franz's and 
Manuela's respective messages sections. 

rOOl 12 41 OO 1 Q7 1 Another user interface 50 is presented in Fig. 29. This has an 

alternative layout with the following areas: 

rOOll 31 fOOlQS] Firstly, there is a communications area 5 1 which contains a messages 

section and via which the current communication takes place in real time or near-real time, 
and there is a preparation area 53 with a drafting section in which the respective user can 
prepare his intended contributions (text, graphics, emotions etc.), before sending them to the 
other user by pressing the send button. A slider 52 with control bar is also provided which 
separates the areas 51 and 53 from one another and provides control elements for text input, 
for drawing etc. Thus the structure of this interface 50 essentially also corresponds to the 
interface already presented in Fig. 1. 

I001 1 4 1 1 OOl 091 Here in Fig. 29 an overview area 55 with history is now also provided 

in which all previous communications are listed. Listing can be chronological, thematic or 
user-related. Also located at the bottom end is an area 55 with a menu bar which contains 
various function buttons comparable with the menu bar presented in Fig. 1. 

(OOl lS lfOO 1 IQl The layout shown in Fig. 29 also has yet another navigation area 56 

which serves for navigation within a single (still ongoing or already completed) 
communication. For this there is i.a. a movable window with segment 51 which includes a 
sub-area in the navigation area, wherein this sub-area is then presented enlarged in the area 
51. This is thus an enlargement or magnifying function. During an ongoing communication 
the segment 57 always tracks the area 5 1 in real time. Through this "tracking" the user 
always has the overview and orientation within the communication. By moving the segment 
57 he can jump at any time to any points which are then displayed enlarged in the area 51, so 
that the user if appropriate can supplement the communication precisely at this point. Thus an 
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interleaved supplementing and where appropriate modification of a communication is made 
possible. 

rOOl 16 4 TOO 1 1 11 The user interface 50 also has another separate area in which the 

representatives 5 and 6 (combots) of the two users (here "Franz'"s car and "Vroni's" eye) are 
presented in interaction. In this case, however, not only the non-verbal communication is 
presented by emotions, as has already been described before (Figs. 1-29). Here, the remainder 
of the communication which takes place between the two users is also now displayed, such as 
e.g. transfer of files (file transfer) or text (by e-mail, SMS), instant messaging or chat as well 
as telephone conversations (VoIP, PSTN) etc. For this an appropriate symbol 58 is animated 
and presented, such as e.g. a document flying from combot 5 to combot 6 which indicates a 
file transfer. Thus the users obtain total overview of all types of communication taking place 
between them. 

[OOl 1/7 4FOQ1 121 Two or more users can communicate with one another in a particularly 

attractive, versatile and varied way with the just-described communications method and 
system. In particular through the use of virtual representatives and their animation or 
interaction, moods, feelings and emotions can be exchanged in a particularly effective and 
clear way between the users. 

fOOl 181 IOQ1131 A very convenient non-verbal communication can be carried out with 

the described invention, in particular through the user-friendly operation by mouse clicks and 
dragging & dropping. The described representatives (combots) and the presentation of the 
transfer of emotions that takes place between them makes a very neat impression on the users 
and thus a very clear and direct transfer of the respective emotion, which can even reproduce 
gestures, body language and facial expressions. The interaction between the combots, in 
particular the predeterminable and automatically controllable interaction, offers the 
communications partners involved a novel form of communication, wherein the actual levels 
of the communication of content combines with a playful level. The personal idiosyncracies 
and preferences of the users are taken into account by system-supported recording and 
assessment of user-specific data, and increase the convenience and acceptance of the 
communication according to the invention. 
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C 1 a i m s 



4-7- Method of telecommt HWfrtiefl- - bet we en at leas t-twe- us e rs o ver-a t e le communications 

network ( 4 QV wherein the first nscr is connected to the 4c 1 eco m m u n i cat i on r» network ( 4 0) via 
a first term i nal and the - secon d-Hsep via a second term -m-alv- and - wherein a virtual representative 
(5, 6) is allocated to each user, w i th the following steps; 

— pr e s e ntat i on of"^e"4w-0"-r-e : pi :; e"Sen"ta- t i v e s (5, 6) <m-^ : l^--4^-fyt-"4e^yv4nal""and on the second 
terminal; 

— transfer of i nformat i on fro m -the - firs t user to the second user and v i ce versa by an animation 
of at least one representative ' s. , 6) and by an i ntcrac tkxv between the representatives (5, 6). 

3-; Method according to e fa-im 1, wherein the anim atio n and/or interaction takes place in 

response to a user command . -i-r-v -pa rticula r- in response to a use -r-s drag- & drop command, and 
vvher e in an a n imation of the repres entative (6) --o-f-tne---^ec-t^ nd user takes place in particular in 
response to a command of t h e first u se r and vice versa . 

3-. Method according to claim 2. wherein the animat i on and/or interaction taking place in 

respons e to a user c o mmand i-s- p resented -s i m u I ta n eo i fs4y; paral l el and in real time on both 
terminals of the two users. 



Method according to one of claims 2 to 3. with one of the f u r ther steps: 



- direct inter r uption of an orvge-ii>g- animation or- interaet ion (3 8a) in respo ns e t o a n e w user 
command to carry out a des i red anim a tion or interaction (3 8 b); 

— co n clusion o f the o ngo in g animatien-er i n t e ra e t i e n 1 : 34?a^-4o44owe^-%y Lj ^e^eg4f ! e d animation 
or interaction (38b) in response t o a user command to carry out the desired animation or 




a w a i tt 

a -user- co mmand to carry out the 



interaction (38b); 

~ p lac i n g a — desired animation- —in t e r a c 1 1^3 n (- 
interactions (3 -8a~ 3 8e }-tonhe- -earHf4e d out i n 
desired animation or interae t-i^mH^ Sf); or 

— int erruption of a fi rst -a-n4nFKrtion-e^4n tera et4€ m trig gered 4->y- t he first user and replacement of 
the first animation or - int e ra ction f>y- a s e c ond - an in ^ri'kw-of^ ite ruction tr i gg ere d by th e s eco nd 
user and vice versa. 
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Method according to one of the previous claims, with the f urther steps: 

recognition of a speech or tex t mput (3 5) by a user -ff ito his terminal; and 

— analysis and interpretation of the spee ch or text input (35). and/or with the further steps: 

— video r e cogni tion o f a u ser's fac i a l exp r es s io m-afi€l 

— analysis and i nterpretat ion of the user's f aci al expression. 

^ Method according to claim 5, with the further -s tep: 

— provision of s e v eral su itab le am matten-of^wteffaetioH p<^s-R»i44tr^s-4HHMHbm^-witb--t- he sense of 
the spe e ch or text input (35) or -o-f the facial exp ressi on, or 
with the further st e-pr 

— an imati o n o f a r ep re s^»Hat4 y < 5 — 6) an d /c> f4 n t or a cti < Hf- h e i\v ee n the representatives (5, 6) in 
tune w i th the sense o f t h e s p eeeh- or text i n p u t. ) or o f the f a c i a 1 expression. 



7^ — Method according -to-orte- of the prev 4o^is^ claims, with the further step: 

— presentat i on of the animation a - nd int e raction possibilit i es of the r e pres ent ativ e s (5, 6) in a 
tabular overview (28). wherein in particular the tabular overview has a fixed number of 

i-raa t k >i> -a 4 n te r ac t to n -pos-s 4 b 1 1 i tie s- a re--ee44e<>t e^ a n d -ea n be r et r i e v e d . 



$y. Method accord in g -foone- of the p fe v io u s-etaims; w ith the further step: 

— provision of a dra wing function ( 1 8) to make p ossible s real time trai 
by a user on his terminal t o t he- o t h e r use r tw-f+is-t e r m F na-k- tin d/or 
with the further step: 

— presentation of a m eed display f20) o n -th^-r-es-p e cti ve term in al s of- the two users which 
ind i cate s the current respective mood of the two represen t at i ves (5, 6). in part i cular with the 
further step: 

— animatio n of a representativ e as a r eaction to a m o dif i cation of mood display. 



U> one of the p r evio u s c la i ms^ where in the presentation of the two 
representatives (5. 6) at the t rr st terminal - i s a mirror image or inverted mirror image of the 
presentation of the two repres e^^^U tt i ve (5, 6) at- th e seco nd term inal, and/or wherein the one 
animation of at least one repres en ta ti ve (5^ 6) and/or th e interaction between the 
r e pres e ntatives (5> 6) take s-ptaee- depend i ng on pred ete+--rn4- nable criteria ^ in particular crit e ria 
which are stored in a user p r ofile w hi ch is allocated to at least one of the two users. 
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Method according to one o f the prev i ous claims, wherein a s election of animations 



and/or interactions t o be tran sferr ed is provi d ed to at least one of the t wo users, and/or 
wherein, according to predeterm inable criteria., in particular cr i teria which are stored in a user 
profil e which is a llo cated t o -at-lea st one of t he two t least a selection of animations 

e-b e transferred is propose d to- this u 



4-4- 



Method according to one of cla i ms Q to I Q. wherein the predeterm inable criteria 



comprise details about at leas -tone^ of the two user s^-m- particular details regarding gender, 
age, nationality, mother tongue, speech habits or patterns, place of residence, interests and/or 
hobbies, 

4-2^ Method acco rding to -one of the pr evio us cl aw^T- vvherein the one animation of at least 

one representative (5. 6) and/or the interaction between the representatives (5, 6) takes place 
tse- to a drag & drop eem mand -ef-a user, w herein t he dra-g -d r o p comm and re lates 



animatio n or in teract ion take -s-p-k» c e depe nding on w-hioh- of the- 1\\ o representatives (5, 6) the 
drag Sl drop command reiate s-to^ 

13. M eth od according t o o ne o f claims 5 or 6. wher ei n the recogn i t i on of the speech or 
text input or the video re eognk4on takes p l a ce acc ordi ng t o predeterm ina b le criteria, in 
particular cr i teria which are stored in - a user profi l e w4 uch is a l located to at least one of the 
two users. 

wherein in particular the predeterm inable criteria co rn- prise details about at least one of the 
two users, in particular detai ls- regard ing gend er, a ge . na t ioiia44t-y^ffiot4 ier tongue, speech 

4ae e of-re-sid e n ce. i n t er e st-s- -a-nd/o-r ho 



ArA~. Method according to c l aim 8. whe rein t he one animation of at least one r e present ative 

(5, 6) and/or the i nteraction between th e representativ e s (5. 6) d epends on the mood display 
which, f or at least one ot ~the twe ■wseFSv d4 ^t?4ay s h i s -e-urrenmv prevai 1 i i > g emotional mood, 
and/or 

wherein the m oo d displa y-£e>t - at fe as t one of t h e- two us e-rs displays his current prevailing 
emotional mood, and wfr w^r-e-m-^h is mood d 4s-pk»y — hs-m-€>d4-fie d according to the transferred 
emotion and/or interaction. 
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4-^-; Method according: to cla i ms 8 and 10, wherein the selection , pro vided to at least one 

of the two users, - ef an i mation s-a-red /or interactions to b e— transferred, is provided according to 
the mood display which, for at {east one of the two users, displays his current prevailing, 
emotional mood. 

16. Method according to claU : ¥^-4-Qv-wtae rein the selection of - animations and/or interactions to 
be transferred provided to at least one of the two users is provided in the form of assembled 
group s and /or classes ^ 

wherein in part i cula r a t l east the - ass e m bl y of the cla sse s an d/o r the selection of the 
animations and/or i n te-r a ctio -f-ts-i-s- automatic and pseudo — random ly controll e d. 

17. System of carry in g o ut a - me tho d ac cor di ng to on e of claims \ to 1 -4>t 
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ABSTRACT 

Method and system of ^teleco mm unication b e twe e n al l east two users - over a 
telecommunications network - <-4 X)), wherein the first user i s connected to the 
t e l e communicat i ons network --f4- Q) via a- first term i n a4 and the second us e r via a s e cond 
terminal, and wherein a virtual representative (5. 6) is a l located to each user, with the 



— presentation of the two r epresentatives 6) on the -ftr- st terminal and on the second 
terminal; 

— transfer of information fro t v* the 11 rs i user to the sec o nd user and vice versa through an 
animation of a t lea st- one representati ve (-S^-^ ) and through a n in teraction between th e 
representatives (5, 6) - 




(Fig- O 
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